With the growth of virtual reality devices, which will become the next generation platform, optimization of software for VR as well as devices is now the key to success. The overhead incurred in not optimizing VR content is so large that it can not be compared with general apps. However, the technique for optimizing memory resources in software using VR is still a problem. In this paper, we propose a method to improve the rotation rate for the gaze processing of the controller by using the Euler angles which are the combination of the three angles around the axis of rotation of the rigid body in the three -dimensional
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